KEYBOARD COMMANDS 



1 



move 

fire weapon 
choose weapon 
rotate thru weapons 
change speed 
strafe 

increase Thrifty orientation 
increase Luxury orientation 
sell stock/equity 
buy back stock/equity 
increase debt 
decrease debt 
scan competitor 
answer the video phone 
advanced Radar Mode 
radar zoom in / zoom out 
shield On/Off 
exit to main menu 




arrow keys 

CTRL (hold down for rapid fire) 
number keys (1 through 9) 
TAB 

hold down SHIFT and arrow key 

hold down ALT and arrow key 

Z or DELete 

A or INSert 

END 

HOME 

PG UP 

PG DN 

C 

SPACE BAR 
R 

+/- (press several times) 
S 

ESC 

57463-9 



DATE: 9.24.2006 

FROM: Dr. Carolyn Hart 

TO: Prospective Corporate Warrior 

RE: The DSMI Helmet and your mission 

I have spent a decade of my life developing the DSMI helmet — a device which permits its wearer 
to battle competing companies and capture marketshare in a graphically displayed real-time 
environment reminiscent of 20th century video games. The helmet empowers the wearer to 
instantaneously execute manufacturing, distribution, marketing, sales, and investment decisions. 

Forces beyond my control have made it imperative that I disappear, and I have chosen you to 
inherit my invention. I have arranged for you to be given a small amount of digital cash and the 
reins of a startup company. The helmet will give you the opportunity to grow this company — its 
earnings and its stock price — at an astonishing speed. To help you track your progress, profits 
and growth statistics are posted periodically on the helmet's Vital Statistics Center. 

Once you put on the DSMI helmet, you will become a Corporate Warrior. In this world, cash is 
ammunition and amount of cash is your health. 



Good luck. 



From the Diary of Dr. Carolyn Hart 



ENTRY 1 .0 

In my days at the academy, a professor told me that the discipline of economics examines a 
world in which limitless needs and finite resources get rationed by a concept called "price." In 
medieval Europe, black pepper carried as much value as precious metals because it took over a 
year to ship pepper from Asia to the continent. Similarly, in equatorial Africa, elite families traded 
gold for salt. Today, speed and delivery of information promote a greater selection of goods in the 
marketplace. Real-time information allows squads of workers to be roused from their beds in the 
middle of the night based on point-of-sale data. Fuel tankers in the Arctic reverse course after one 
phone call based on commodity prices. 

What would happen if those needs could be met at exponentially faster speeds. What if the 
world were illuminated by access to perfect information? 

For one, there'd be an end to hunger: distribution channels would open instantaneously. As a 
result, scarce commodities could easily be replaced by goods from competing producers. 

No poverty or unemployment: hyper-competitive markets for goods would guarantee the 
lowest prices. Workers would earn efficient market wages, could easily be warned of job 
obsolescence, would gain access to instant, global labor needs when they decide to move on. 

What if someone could access perfect information? What if someone could see it, and hear it 
the same way we see objects? Achieving this has been my goal for ten years. Twenty more hours 
will tell the tale of my success, or failure. 
ENTRY 1 .5 

I can't believe it: a working prototype. To think I've actually depicted market forces through a 
graphical user interface! But my own physical reflexes are too slow to adapt to the device's rapid 
stimuli. Using this tool in a real-time virtual business matrix will be a problem. Need to fine tune 
the optical data displays, and implement the audio feature set. 
ENTRY 2.0 

Snuck over to the Food Station for coffee. Feel like a fugitive. Started to memorize the faces of 
people I see when I leave home. Carl at the Food Station wished me a happy birthday. I had for- 
gotten all about it. I'd like to blame this lapse on stress, but come to think of it, I forgot my birth- 
day last year too. 



ENTRY 2.5 

Need at least five hours uninterrupted concentration to map out Optical and Aural Stimulus 
Market Interface. (OASMI?) (Need a better acronym.) 

I have already gained access by remote connection to the world's exchanges. Every securities, 
commodities, commercial and consumer transaction appears as usable data. So do interest rates, 
inflation, GNP, and all major economic indicators. 
ENTRY 3.0 

It works! The receptor software tracked market activity and economic indicators at ten times 
the speed of the fastest central statistical engine — and all of this information is accessible through 
a single interface. New name: the Direct Stimulus Market Interface (DSMI) helmet. 
ENTRY 3.5 

Had the most peculiar visitor at the office today. Said he was from a research organization. 
The man offered me a suspiciously lucrative fellowship opportunity. I said why so much. Said he 
knew my work. But even my colleagues don't know what I'm really doing. I even keep a set of fake 
lab notes that document the creation of a computer-simulated market — not an actual VR 
connection to real-world markets. 

Consequently, I called the registrar over at the Foundation Complex. She told me they had no 
record of the academic research foundation my visitor said he was from. I did a name search on 
the grid. He doesn't exist. Then I checked the address on his business card. Up comes the name of 
a research subsidiary of The Group of Twelve. An information cartel! News reports blamed them 
for the disappearance of two World Court Judges last year. 

The Group of Twelve already possess a similar information device, but theirs is more expen- 
sive, has fewer features, and is tightly controlled. If they were to obtain the DSMI, they will have 
effectively cornered the market on perfect information. That would change my economic model 
from a benign marketplace to a malevolent theater of war, where the hoarding of information — 
and resources — by an elite group, would generate monopolies, shortages, stockpiles, destitution, 
domination, and oppression. 

Clearly, I need to find someone who can learn to use the DSMI helmet if I disappear, and 
ensure that its technology is widely distributed. 



ENTRY 4.0 

Things have taken a turn for the worst. Someone broke into my home. My bogus lab notes for 
the invention have disappeared, which means they'll be back for the real thing. 
ENTRY 4.5 

I think about traders — like the one who lives in my building. How would someone like that 
perform if he had perfect information — if he employed the DSMI helmet? Ambition wouldn't be 
a problem. Trading reflexes would serve as an advantage — it's their lack of perspective that 
concerns me. Traders are too reckless, too capricious. How could they value customer wants, a 
healthy cash stream, the significance of price and quality? Carelessness in any of these areas 
causes instant failure when you use the DSMI helmet. 
ENTRY 4.6 

What if a trader had a little help? I could download my personality to a Neural Feature 
Extraction Cartridge and embed the cartridge into the DSMI helmet. Then, at least I could be 
virtually present to advise. 
ENTRY 5.0 

Before going to the Food Station this morning I put a small piece of tape where the front door 
meets the jamb. The tape was out of place when I returned. How'd they get a key? Whoever 
entered got nothing: I had destroyed all my real lab notes, and my DSMI helmet manual is hidden 
in the same file as this diary. If they want to understand my research, they'll have to get it from me 
personally. 
ENTRY 6.0 

Downloading my personality to cartridge may not be enough. I contacted five trusted 
colleagues and apprised them of the real aims of my project — and I explained my predicament. 
I'll re-code the interface so its information is mirrored to my colleagues' PCs any time the DSMI is 
connected to the grid. If the device falls into the wrong hands, they'd be able to expose its misuse. 
Alternatively, if I find someone worthy enough to activate the DSMI helmet, they'd be available to 
advise them. I increased bandwidth capacity in the DSMI helmet to accommodate a video phone: 
my colleagues will be able to call anytime! 

I'll admit it was touching to see them worry about my safety. They said, "Carolyn, to hell with 
the project, it's not worth compromising your life." Touching. But I've lived a solitary existence for 
so long. ...keeping it all to myself, like a spy. Even now, 



nearing the end of the project, I can hardly imagine the day-to-day happiness I've sacrificed. I can 
quantify success in the lab, but how do you quantify love and friendship? 

I've come to think of the helmet as an arithmetically derived gift — a gift of order to our 
chaotic, troubled, civilization. 
ENTRY 7.0 

Pressure is too much. Too distracting. Have vacated home entirely. Cut off all contact with 
others. Need at least six more hours to complete this thing. Slept four out of the last 30 hours. Must 
appoint a user to bring the DSMI online for real, and to share the secrets of success with the rest 
of the business world. 
ENTRY 7.5 

I thought it was safe at work. Someone proved me wrong by ransacking my office. A security 
administrator named Lex Loughead said that it was compulsory for me to visit the security depot for 
an interview "to insure against further lapses in security." I've never heard of any such routine 
practice, nor of any security administrator named Lughead, or Loughead. I panicked. Stayed till it 
was dark, turned out the lights in the lab, climbed down the fire escape, ran to my car. 

This means that now, I have no job, and one less place to go. 
ENTRY 9.5 

I need at least two more hours to finish detailing the instructions, and the final download of my 
personality to the Neural Extraction Cartridge. 
ENTRY 10.0 

Business as war. Having worked as research cybereconometrician all my life, I never 
sympathized with the analogy of the marketplace as battlefield. Through the ruthless acts of various 
companies, I now understand that in order to prevail against these select and powerful few, you 
must behave with equal ferocity. Nonetheless, I still believe that honor and integrity are the acts of 
a true Corporate Warrior. Nothing less will do. 
ENTRY 1 1 .0 

The download is finished. The DSMI helmet is packaged. Shall I risk a trip to the Food Station? 
I could really use a cup of coffee. 
LOG - NO FURTHER ENTRIES AVAILABLE 



Forbes ® Corporate Warrior 

Business is War: Succeed and Get Rich or Fail and Liquidate 

Forbes Corporate Warrior takes place in a futuristic, cutthroat, capitalistic, electronic world 

where all business transactions are conducted in one giant virtual arena. There are no borders, 

no countries and just three rules: 

RULE 1 : Supply what your customers demand. 

RULE 2: Elevate your stock price. 

RULE 3: Constantly replenish your cash stream. 

Failure to perform in any of these categories will result in a fatally early retirement plan. Forbes 
Corporate Warrior satisfies your megalomaniacal urge to capture world markets, wage war on the 
competition and get insanely rich in the process. Cash is ammunition and amount of cash is your 
health. Raise your stock price to the top of the graph to win the level. Fight and capture 
competitor's customers with nine futuristic weapons of business — or die an illiquid, insolvent, 
inconspicuous corporate death. 

Package Contents ■ 

• FORBES Corporate Warrior CD-ROM disc 

• FORBES Corporate Warrior User's Guide 

• Registration Card with License Agreement and Warranty 

System Requirements 

• PC with 486DX2/66 MHz or higher processor (Pentium 90 or higher strongly 
recommended) 

8 MB RAM 

• 30 MB available hard disk space 

• SVGA graphics (256 colors with 640 x 480 resolution) 

• Double-speed CD-ROM drive or faster 

• MPC-compatible sound card 

• Mouse or compatible pointing device (Joystick optional) 

• Windows® 95 

Registration Information 

To be eligible for free product information and special offers, register by mail with the enclosed 
card, online at http://www.byronpreiss.com, or via e-mail to welcome@bpmc.com. 



Installing the Disc 

1 . Restart Windows and do not start any other applications. 

2. Insert the Forbes Corporate Warrior disc into your CD-ROM drive. 

3. Click Start, then select Run from the pop-up menu. 

4. Type the letter of your CD-ROM drive followed by: Asetup 

Starting the Disc 

1 . Click Start. 

2. Select Programs, then select BPMC from the side pop-up submenu. 

3. Highlight and click the icon for Forbes Corporate Warrior. 

Exiting the Disc 



To exit this title, do any one of the following: 

•Press ESC then click the QUIT button. 

•Hold down the ALT and F4 keys. 

•Click the QUIT button on the Main Menu. 

Skipping the Introduction 



Click at any time to bypass the opening screens. 

Quick Start 



1 . Start Forbes Corporate Warrior. 

2. Click HELP in the main menu and read through all help screens. 

3. Click NEW GAME once you are back at main menu. 

4. Click the VR helmet lying on the desk. 

5. When the video phone on bottom right turns green, press SPACE BAR for 
important information. 

6. Use the radar in the lower left corner of the screen to help locate competitors 
(red dots) and bonus weapons and marketshare (white dots). You can 
zoom in and out by pressing the + and - keys. 

7. Use the arrow keys to cruise around until you spot a competitor. Shoot competitors 
by pressing the CTRL key. As you shoot, you will be stealing customers, reducing the 
competitor's market size and increasing your market size. 

8. Run over bonus marketshare cubes to pick up marketshare. 

9. Find new weapons and run over them to acquire. Press TAB to switch 
between your weapons. 

1 0. Press A or Z to align your product supply with your customer's demand, 
increase earnings and boost your stock price. 

11- To reach the next level, you must get your stock price to the top of the graph. 



Main Menu 



The Main Menu appears at the beginning of every game and 
accessed at any time during the game by pressing 
ESC. Make your selection and click OK. 
New Game - Click to start a new game. 
Load Game - Click to load a previously saved game. 
Save Game - Click to save the current game. 
Help - Click to view help screens and key commands. 
After viewing help screens, press "Cancel" on the Main 
Menu to return to the game. 
Credits - Click to view the credits screens. 
Multiplayer - Click to start a multiplayer game. 
Quit - Click to quit the game. 




The Vital Statistics Center 



The Vital Statistics Center (VSC) screen is displayed at the beginning of each level. This streamlined 
financial summary is your real-time report card; it explains your status going into the next level. 
You can also activate the VSC by clicking the tablet on the desk in your office. The detailed busi- 
ness model variables are displayed in the Vital Statistics Center as follows: 



Level Number: 
Stock Price: 
PE Ratio: 
Cash: 
Earnings: 
Market Size: 
Debt: 
Equity: 

Outstanding Shares: 
Net Margin: 



Current level number. The game consists of 15 levels. 

Current price at which one share of stock can be sold or purchased. 

Ratio of the Price of the stock to the Earnings of the company. 

Liquid assets on hand. 

Quarterly net income. 

Potential quarterly revenue for your company. 
Amount borrowed and currently owed. 
Percent of stock held by your company (treasury shares). 
Number of shares issued. 

The percentage of revenue left after direct costs are expensed 
but before operating costs and overhead are expensed. 



Distribution Range: Range of weapons (between 1 and 100). 

Fixed Operating Costs: Quarterly fixed costs — increases when you make more luxurious goods. 
Interest Rate: Annualized interest rate on debt. 

Variance: Difference between your orientation and market orientation (see below). 

Market Orientation: What your customers really want (1 = thrifty, 100 = luxury) 
Company Orientation: What your company makes (1 = thrifty, 100 = luxury) 
Competitors Disabled: Number of competitors you eliminated in the previous level. 



The Game Screen 




1 . Player Statistics 

Displays important statistics about 
your company. 
Cash - liquid assets on hand. 
Earnings - quarterly net income (increases 
cash when positive, decreases cash when 
negative). 

Debt - amount borrowed and currently owed. 
Equity - percent ownership in your company 
(when you sell stock this number goes down). 
Market Size - represents the value of 
customer base as measured by potential 
quarterly gross revenue. 

2. Supply and Demand Indicator 

Shows what you make (top white arrow) and what your customers want (bottom white arrow). Also 
shows the same for the competitor you scanned or shot last (red arrows). Adjust what you make so 
that it matches what your customers want by pressing the A and Z keys. 

3. Competitor Statistics 

Displays important statistics about your competitor. Watch the changes in competitor's Market Size 
to gauge your weapon's effectiveness. If the competitor is in range, this information appears when 
you fire or press "C". 




4. Videophone 

When the videophone turns green, press SPACE BAR to get hints from your trusted advisors. 

5. Stock Price Graph 

Each level takes place over four quarters. Get your stock price to the top of the graph before the 
fourth quarter or you will be liquidated. Boosting earnings and market size is the best way to 
improve your stock price. 

6. News Ticker 

Shows important (and not so important) news events that may affect your company. 

7. Birds Eye Radar 

Competitors are shown in red. Bonus weapons and marketshare are shown in white. Press +/- 
several times to zoom in and out. Press R to toggle between regular and advanced radar modes. 

8. Weapon Name Indicator 

Displays the name of the currently selected weapon. You begin with only one weapon (the Price 
Slicer) and find more in advanced levels. Press TAB or number keys to change weapons. 



Macroeconomic Events 



The economy varies in each level. Economic events are displayed in the news ticker. Each level is 
characterized by either boom or bust events. Sometimes macroeconomic events cause consumer 
demand to shift. In a recession, for example, consumers as a group tend to demand more thrifty, 
economical goods. This will affect your earnings and stock price. 



The Landscape 



The arena has no geographical significance. The landscape is a graphical representation of 
markets. Walls are market barriers such as government regulation. In real life, one corner might 
represent the market for children's bicycles while another corner might be the adult bicycle market. 
Moving into new markets costs a little money. Sometimes you can find untapped markets free for 
the taking (these appear on the radar as white dots). More often you have to fight competitors 
for markets. 



Thrift vs. Luxury 



Products and customers can be categorized by how economical they are. In real life, generic 
pharmaceuticals are Thrifty products while highly advertised, branded pharmaceuticals are 
Luxury products. It could be that these two products are identical. What matters is the customer's 
perception and what the customer wants. 



About Your Company 



Your company makes anything or performs any service you can imagine. It doesn't matter what 
you make or do; what matters is that you meet customers' demand for price and quality. 

What it Means to Meet Customer Demand 

In real life, companies do not make exactly what their customers want. There is always a degree 
of compromise. For example, your company might sell 90 octane fuel even though some of your 
customers would rather buy 87 octane fuel and pay a little less. Until another gas company shows 
up with 87 octane, those customers will continue to buy from you. 

In the game, the difference between what you supply and what your customers demand is called 
"Variance." Low Variance is good. The lower the Variance, the harder it is for a competitor to steal 
away your customers. Low variance results in higher earnings and stock price for you. You adjust 
Variance by pressing the A and Z keys. Adjusting supply toward Luxury ("A" key) is more expen- 
sive than toward Thrifty ("Z" key). Variance has a great impact on earnings and your stock price. 
Sometimes a minor adjustment in Supply is enough to boost your stock price to the next level in the 
game. 



Scanning Competitors 



You can obtain important competitive information by putting the cross-hair on the center of a 
competitor and pressing "C". The competitor's Variance (supply and demand) characteristics are 
displayed at the top of the screen (red arrows) and the competitor's name, stock price, cash and 
market size are displayed at the top right of the screen. Pressing "C" is free and does not reduce 
cash. Sometimes competitors are out of range requiring you to move closer for scanning to be 
effective. The same competitive information is obtained when you fire weapons at competitors but 
this reduces cash. 



Stealing Away Competitor's Customers 



Stealing customers from competitors is an important goal. To steal away customers you have to 
adjust your Variance appropriately, hit a competitor with the right weapon and avoid getting hit 
TTVHpB^^^HBHHBMMHMHMBMBp^^^^^H yourself. You adjust Variance by pressing the A 
Al£ I and Z keys. 




SUPPLY 
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G oods 



DEMAND 



In this example, Weapons that promote 
quality (Ad Blaster or Marketing Missile) 
are the most effective because the 
competitor is producing economical 
goods but his customers want more 
upscale goods. 
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In this example, Price Weapons (Price Slicer or Price Pounder) are the most effective because the 
competitor is producing luxury goods but his customers want more economical goods. 
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In this example, it's hard to steal away the competitor's customers because he is making exactly 
what his customers want. Furthermore, you are making luxury goods which is not what the 
competitor's customers want. You can try shooting a special weapon (the Takeover Torpedo, for 
example) or adjust what you supply to more closely match what the competitor's customers want 
(in this case by pressing the "Z" key). Note: pressing the "Z" key in this example will decrease 
earnings and make you more vulnerable to attack, so be careful. In higher levels you can try 
allying with a price oriented company (Carpet Bagger for example) and have the ally disable the 
competitor for you. 



Weapons 



Weapons represent the tools of business. Most weapons are designed to steal customers away 
from competitors. As you use a weapon, watch the competitor's market size in the upper right 
corner of the screen. Your goal is to decrease it. 
There are three types of weapons: Price, Quality and Special. 

Price Weapons 

Price weapons include the Price Slicer and the Price Bomb (more expensive and powerful version 
of the Price Slicer). In real life, price weapons are the tactics and actions that companies use to 
promote price, such as heavy discounting, couponing, and price guarantees. 

Quality Weapons 

Quality weapons include the Ad Blaster and Marketing Missile (more expensive and powerful 
version of the Ad Blaster). In real life, quality weapons are the tactics and actions that companies 
use to promote quality. For example, hiring a celebrity to endorse your product, or targeting 
advertising content to a particular customer desire. 

Special Weapons 

Special weapons include the Head Hunter (steals away the competitor's top talent and makes it 
more expensive to move), Distribution Disruptor (steals away the competitor's weapon range), 
Legal Laser (freezes the competitor) and Takeover Torpedo (acquires competitor and competitor's 
markets). In real life, Special Weapons are tactics and actions that impact a company's operations 
directly, unlike Price and Quality Weapons, which steal customers. 

Weapons Acquisition 

You acquire weapons by running over them. Important weapons are often found near where a 
competitor was disabled. If you run over a weapon that has already been acquired, your 
distribution (weapon range) is increased slightly. 

Firing Weapons 

Press the CTRL key to fire the currently selected weapon. Hold down the CTRL key for rapid fire 
action. Some weapons are very expensive so be careful when you hold down CTRL. Some 
weapons (the Takeover Torpedo, Legal Laser and Alliance Harpoon, for example) require a single 
hit to be effective. 



Dodging Competitive Fire 



It is important to dodge competitive fire. You can easily get into a no-win slugfest where you are 
stealing customers away from the competition as fast as they are stealing customers away from 
you. You can avoid this situation by strafing the competitor (pressing ALT + ARROW + CTRL) or 
firing while retreating (CTRL + DOWN ARROW + SHIFT). 



Radar 



The radar gives you a birds eye view of the playing field. Your company is the white arrow in the 
center. Competitors appear as red dots while bonus weapons and marketshare cubes appear as 
white dots. The radar allows you to see objects that are far away (press "-" repeatedly to zoom 
out) and nearby (press "+" repeatedly to zoom in). 

Advanced Radar Mode 

Press "R" to toggle between "Advanced" and "Normal" radar mode. Advanced radar mode gives 
you a bird's-eye view of the playing field, including walls. Advanced Radar Mode is particularly 
useful for navigating through the upper level maze environments. 



PAC Shield 



The PAC (Political Action Committee) Shield protects you from competitors and is activated by 
pressing "S." The cost of keeping your PAC shield on is computed as a percentage of your cash on 
hand; cash continues to go down as long as the shield is on. The PAC shield is expensive so use it 
sparingly. 



Selling Stock to Raise Cash 



Cash can be increased by selling shares in your company. To sell stock, press the END key. Each 
time you press the END key, 5% of your company is sold at the current share price. You can't sell 
more than 100% of your company so be careful when you decide to sell. You can buy back shares 
any time by pressing the HOME key. Buying back shares reduces cash. Remember, "buy low sell 
high." 



Increasing Debt to Raise Cash 



Cash can be increased by raising debt. To increase debt, press the PAGE UP key. Debt can only 
be raised if you have positive earnings. You may reduce debt by pressing the PAGE DOWN key. 



Basic Business Assumptions 



The business model in this game makes some basic assumptions about business. Knowing them 
will help you succeed as a Corporate Warrior. 

Given equal market sizes, and all else being equal, a company producing luxury 
goods will have higher earnings than a company producing thrifty goods. 
Stock price is mostly a function of earnings. A small increase in earnings will have 
a large impact on stock price. 

A company producing luxury goods will have higher fixed operating costs than a 
company that produces thrifty goods. 

It costs more to convert to a luxury goods producer (by pressing the A key) than it 
costs to convert to a thrifty goods producer (by pressing the Z key). 
The closer a competitor's supply matches customer demand (i.e. the lower its market 
variance), the more shots it takes to steal away all of the competitor's customers. 
The closer your products match your competitor's customer demand, the easier it 
is to steal away those customers. 



Helpful Hints 



Read the help screens. 

Set monitor to 256 colors to improve game speed. 
Hold down CTRL when you fire. 
If one weapon's not working, try another. 
Press "R" to get the lay of the land. 

Press "+" and "-" several times to zoom the radar in and out. 
Read the HintMe file for an in-depth list of hints. 
Select your weapon carefully or you will waste your cash. 
Try pressing ALT when you move. 

Run mode: Avoid getting hit by pressing SHIFT and pressing an arrow key. 
Be sure to adjust to what your customers want by pressing the A or Z keys. 
Scanning is free. The price of weapons depends on the level. The effect of the 
weapon depends on the situation. 

Be careful not to use your shield too much — it drains cash. 
You don't always have to kill your competitors to win. 
Shooting the alliance harpoon makes your competitor an ally. 
Numbers in red mean you are in the negative. 

If your market size is small, fixed operating costs may cause your earnings to 
be negative no matter how low your Variance. 



Multiplayer 



Click on "Multiplayer" in the Main Menu to play the head-to-head version of Forbes Corporate 
Warrior over the Internet or any network that supports the TCP/IP protocol. Click on "Start a 
Network Game" if you are hosting a match or "Join a Network Game" if you are the second 
player to log on. The person who is starting the network game will be given his IP address 
which he should then give to his opponent. 



The Competition 




Carpetbaggers 

Behavior: 
Orientation: 
Market Size: 
Cash: 

Weapon Range: 
Speed: 



Wanderers. 

Tend to produce thrifty economical goods. 

Nothing to write home about. 

Not exactly rolling in it. 

Good range. About a one iron. 

You can leave them in the dust in run (SHIFT) mode. 



Undercutters 

Behavior: 
Orientation: 
Market Size: 
Cash: 

Weapon Range: 
Speed: 



Wanderers. 

Usually sell at cut throat prices. 
About average. 
Respectable but not a heavy. 
About a five iron. 

You can leave them in the dust in run (SHIFT) mode. 





Tensor-Tech Titans 



Behavior: 
Orientation: 
Market Size: 
Cash: 

Weapon Range: 
Speed: 

Conglomerados 




Nifty Thrifties 

Behavior: 
Orientation: 
Market Size: 
Cash: 

Weapon Range: 
Speed: 



Wanderers. 

Tend to produce high-end goods. 
Makes you salivate just thinking about it. 
Practically print money. 
Good range, about a one iron. 

Not exactly quick on their feet. Outrun them in run (SHIFT) mode. 




J 



Behavior: Won't mess with you unless you mess with the 

Orientation: Usually produce upscale goods and services. 

Market Size: Sitting on a big pile of customers. 

Cash: High rollers. 

Weapon Range: Good, about a one iron. 

Speed: Conglomerados stay in one place. 



Stalk you. 

Tend to produce thrifty economical goods. 
Nothing to sneeze at. 
Deep pockets. 

Good weapon range, about a five iron. 
Faster than a chicken at a voodoo ceremony. 





Piranhas 

Behavior: Stalk the player in packs. 

Orientation: Tend to produce rock bottom thrifty economical goods 

Market Size: Small. 

Cash: Sits at the five dollar table. 
Weapon Range: About a seven iron. 

Speed: Fast, you can't outrun them. 



Martini Men 

Behavior: 
Orientation: 
Market Size: 
Cash: 

Weapon Range: 
Speed: 



Wanderers. 

Appreciate luxury goods. 

On the small side. 

Not exactly rolling in it. 

Good range. About a one iron. 

You can leave them in the dust in run (SHIFT) mode. 



Spikers 

Behavior: 
Orientation: 
Market Size: 
Cash: 





Stalk you in groups. 
Usually produce high end luxury goods. 
Better than a kick in the pants. 

Checks always clear but they're not giving it 




Weapon Range: 
Speed: 



Good weapon range, about a one iron. 
You can leave them in the dust in run (SHIFT) 



away, 
mode. 



Prizes, Contests and Competitions 



In order to see your highest score, click "FORBES Corporate Warrior High Score & Contests!" from 
the pop-up submenu. With an Internet connection and a Web browser, post your score and enter 
contests! Visit http://www.byronpreiss.com and http://www.forbes.com for more information. 



Technical Support Services 



For help using this disc, press the ESC key to go to the main menu, then click HELP, and then 
click OK. If you still need assistance, please call our technical support line at 1-970-339-7137, 
24 hours-a-day, 7 days-a-week. 
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About Simon & Schuster Interactive 



Simon & Schuster Interactive is the consumer software publishing unit of the Simon & Schuster 
Consumer Group. Simon & Schuster, the publishing operation of Viacom, is the world's largest 
educational, computer book, and English language book publisher. With operations in 43 coun- 
tries and book multimedia product distribution in 150 countries, its imprints include Simon & 
Schuster, Macmillan Publishing USA, Simon & Schuster Interactive, Pocket'Books, Scribner, The 
Free Press, Prentice Hall, Silver Burdett Ginn, Allyn and Bacon, Computer Curriculum Corporation 
and Educational Management Group. 

About Forbes Inc. 

Forbes Inc. publishes Forbes, the nation's leading business magazine, Forbes FYI, Forbes ASAP, 
American Heritage magazine, Audacity, American Heritage of Invention & Technology, and 
American Legacy, in addition to a variety of books, publications and new media. The company's 
online services include an electronic edition of Forbes magazine, as well as The Forbes Digital 
Tool, both accessible on the World Wide Web at www.forbes.com. CD-ROM titles from the 
American Heritage division of Forbes Inc., produced in cooperation with Byron Preiss Multimedia 
Company, Inc., include American Heritage: The Civil War, American Heritage: The History of the 
United States for Young People, and AMERICAN HERITAGE: Lincoln. 

About Byron Preiss Multimedia Company 

Founded in 1992, Byron Preiss Multimedia Company, Inc., is a public company that develops and 
publishes a wide range of interactive multimedia software, online services, broadcast content, and 
books under several imprints. FORBES Corporate Warrior appears under the Brooklyn Multimedia® 
imprint. 



Other Byron Preiss Multimedia CD-ROM titles appearing under the Brooklyn Multimedia imprint 

are Philip Marlowe: Private Eye and Spider-Man®: The Sinister Six™. 

Please address any questions regarding this product to: 

Byron Preiss Multimedia Company, Inc. 

175 Fifth Avenue, Suite 2122, New York, New York 10010 

welcome@bpmc.com • http://www.byronpreiss.com. 
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Incorporated. Cover photo ©1997 by Ben Asen. 



